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1. PROLOGUE 


Once upon a time located in the northern regions of the continent 
Mabressia there was a land called Foresia, This marvellous land 
was ruled by a culture of magic. With their unbelievable powers, 
the so called twelve Wisemen were creating demons as their 
slaves. But this was the start of a terrifying development. 
Mankind ruled over the powers of nature. And people had the 
illusion their powers would be eternal. But-mislead by the selfish 
belief in their own strength, the twelve Wisemen called even 
more powerful creatures into existance who would finally claim 
the magic powers as theirs. The twelve Wisemen had doomed 
their own kind. 


Time has passed since then, and today this region is only known 
as 'The Forbidden Land'. This once beautiful land is still inhabited 
by monsters and demons. Only a few ancient ruins tell a tale of 
the marvels of its past. Rumors have it that these ruins still hold 
unbelievable treasures. Many fearless adventurers have since 
tried to rid 'The Forbidden Land' of its treasures. 


Seeking their dreams with Blaze & Blade ... 


LI, L2, Rl, R2 bunons 


Change earner-; perspective , for pany leader only 


Directional 


bunons -{===/f:p.1~31 
Move player 
character 


Manual incantation 


of spells 
~ 
START button 


Open System Menu 


6 bunon 
Open icon menu 


_h-,1---_ 0 bunon 


Jump 


X bunon 
Activate Special Skill 
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2. THE CONTROLS 


• The following is tm explanalion of the basic controls 
based on tbe default seltings. To change the default set- 
tings of the buttons, use the control window (see page 38). 


Controller types can be Type A, Type B or Type C. 


1YPEA 
Use the Directional buttons to move player characters on the 
screen. While pressing the AT <II II> buttons and those for 
tl1e can1era at the san1e time, you can't change the direction 
in which the player character is going. 


lYPE 8 
Pressing the AT <II II> buttons is always consistent with play- 
er character movement on the screen. As the viewing direc- 
tion changes, so does the direction or the player character's 
movement (no head turning or the player character.) 


1YPE C 
Pressing the AT <II II> buttons is always consistent with 
movement on the screen. When you want to change the per- 
spective of the camera, tum off the Camera Trace Mode. (No 
head turning or the player character.} 


O button .......... Jump 


X button ........... Use Special Skill (see page 15} 


D button ........... Attack with weapon 


t:,. button . ......... .Icon menu (see page 31) 


LI button ........... Roll can1era left 


RI button ........... Roll camera right 


L2 button ........... Move camera view down 


R2 button ........... Move camera view up 


LI +RI button .... Zoom out 


L2+R2 button .... Zoom in 


LI +L2 button ..... Toggle Camera Trace Mode 


ON/OFF 


Rl+R2 button .... For bird's eye perspective with 
the top of the screen as north 
direction 


• 
SELECI' Button Manual incantation of spells 


..... START button Open System Menu (see page 33) 


• By default the Camera Trace Mode is Off 


\l:'liilc a player character casts a spell or defends him/herself 


11;th a shield, you can't move the player character. You can 
still change the direction in which this character shall aim, 
cast a spell or defend. 


When a mess:1ge window is opened, you can choose between 
the following options by pressing the ap1iropriate button: 


X or O button .. Confirm, Continue 


AT buttons ...... Select an option 


SYSTEM MENU CONTROIS 


I.I mid RI buttonMo\'e between pages 


X button ............ Confi rm 


CONTROLS BY PAGE 


~1'ATUS rAGE 
Use AT buttons to chm1ge player characters :md tl,e <II II> 
buttons to select a window. Any selection can be cancelled 
wilh the O button. 


GROUP ORGANIZATION PAGE 
Select colour or the player character by using the .& T but- 
tons. The pany leader can be marked using the X button. 


EVENT ITEM PAGE 
Press the X button to view the event item expl:mations. 


Ol'l'IONS PAGE 
All selections are made with the AT <II II> buttons and con- 
firmed with the X button. 


ICON MENU CONTROIS 
"-T <II II> buttons ..... .Selects the item type ( weapon, 


armor, shield, accessory, item) 


X or D button ........... Confinn item type sekction 


Equip and Unequip items 
Use the selected item (Healing 
Potion etc.) 
Conllnn Party Leader selection 


O button 
... Cancel any sekction 


t:,. button . 
..Close Icon Menu 
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3. MULTI TAP 


Up to 4 players can play this game at the same time. 


• Up to 2 players can play at 
the s.w,e time with two 
Controllers and without addi- 
tional equipment. 


• More than 2 players will 
require a Multi Tap (sold 
separJtely). 


I. Multi Tap connection 
Be sure that the Multi Tap is connected to Controller port 2 on the console. 


2. Controller connection 
In case of only 2 players, connect the Controllers to Controller ports I and 2 on the Console. For 3 players or more, please 
connect the Multi Tap as shown above. First connect a Controller to Controller port I on the Console, then connect the second 
Controller to Controller port 2-A on the Multi Tap. Then connect the third Controller to Controller port 2-8, and continue with 
Controller port 2-C. You arc advised to always follow this procedure. l'or 3 players, you will use Controller port 2-A and 
Controller port 2-B only. 


• 111Jen co1111ecli11g Controllers lo the 1'1ulti Tap, be sure /bat pou,er is switched off 


4. GETTING STARTED 


It is advised tliat you do not insert or remove peripherals or Memory cards once the 
power is turned on. 
After the opening movie, the title screen ,viii appear. Pressing the ..... button ,viii 
skip the movie. Press tl1e ..... button again to go to the title menu. 


TITIE MENU 
Begin Game 
You have to cre-Jte player char-Jcters before you c:u1 start a new game. 


Create Characters 
Cre-Jte a player character to use in the game. 


Memory Card Utility 
Copies or deletes player character data. 
When playing without a Memory Card or without player character data on the 
Memory Card, you won't be able to s.1vc your player characters later in the game. 
Make sure there are enough free blocks on your Memo,y card before commencing 
play. 


Object Utility 
Here you can buy or sell items or display a list of carried items. 


Save Character Data 
Save player character data by using the G:une Options i"Jge of the System Menu (sec 
page 40). 


You c:m save anywhere inside the Inn. You can also save at the Save Points scattered 
throughout the quests of tl1e g:une. If yuu save a player charac1er during a <1ues1, 
you can ususally restart the game at the s:une Save Point. 


Game Over 
When all player characters of a party have died, the game is over. 
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Game Over 
When all player characters of a party have died, the game is over. 


HOW TO BEGIN 
I. When playing for the first time, you need to create player characters. 


2. Now select the option Begin Grune on the title menu :u,d form a party. 
Select the Memory card slot to use by pressing the ... ll> buttons. 
Press the X button to confirm. 
Available Player character data is displayed. Select a player character you wish to 
add to your party (until you have chosen up to four player characters) by pre5sing 
the ... ll> buttons. 


3. Confirm your selection with the X button. Press the ~ 
button to end party 


generation. 


ABOUT PARTIES 


J-l'layer Mode 
Connect only one Controller to the PlayStation for a one player g:une. 
When exploring locations of the gan,e witl, a party, the leader is followed by the 
other player characters. You can change the leader in the Systems Menu or tl,e 
Icon Menu (see page 31). Other player characters automatically atL1ck enemies 
when approached. 


Multiple Players 
You can m,mually control as m,u1y player characters as there are Controllers 
connected to your PlayStation. Up to four players c,m play with a Multi Tap (sold 
separately). With more Controllers connected, open the Group Org,u1ization page. 
Press tl,e 4 T ... ll> buttons to select a Controller for which you want to ch:u,ge a 
player character's mode from COM (COMputer mode) to MAN (MANu:tl mode). 
Now, you can control this player chan1cter manually. The player character 
selected during the party generation corresponds to Controllers I P-41' accordingly. 
However, if the first player changes the player character he/she controls, the other 
players c,m do so as well. 


CREATING PLAYER CHARACTERS 
Select by pressing the 4 T ... ll> buttons, use the X button to execute and 
press tl1e O button to cancel. 


J . Select Class/Gender 
When you select Cre-Jte Characters, the Class/Gender selection screen is displayed. 
Select from 16 male and female player characters from 8 classe5. Note that there 
are differences between classes, but not between genders (see page 15). 


2. Name your player character 
The name entry screen comes next. 
Select letters, then press the X button to accept a letter or the O button to delete a 
letter. When finished, move tl1e cursor to END ,md press the X button. 
When you press the ~ 
button, the cursor automatically jumps to END. If you wish 
to give this player chararacter a default name, move your cursor to END and press 
the X button without entering any letters. 
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button, the cursor automatically jumps to END. If you wish 
to give this player chararacter a default name, move your cursor to END and press 
the X button without entering any letters. 


3. Type of Speech 
The selection of the manner of speech comes next. Pressing the .... button with- 
out a selection wilJ confirm the default settings. 


4. Select Protective Element 
The Select Protective Element screen appears. Elements will inOuence some of the 
weapons, annor, accessories and even magic defense of the player character. (see 
page 29). 


5. Ability Setting 
Now, you will set the abilities of each player character. First, there is a bonus scre- 
en, and you can use the X button to flip three cards. The total number will be your 
bonus number. If you don't like the number, you may try again by pressing the 
O button. If all three cards arc the same number, you will get :m extra chance to 
flip the cards once more for an extra bonus. 


When the number of bonus points is set a screen appears where you can assign the 
bonus points to the player character's attributes of your choice. Confirm by pressing 
the X buuon. 


•use tbe ..,. ... buttons to select /be attribute. Yott then use the i. 'f' buttons to 
add or subtract (i. +t, 'f' -/). No lower value than the minimum is allowed 


STR 
Physical Strength 
Important for attacks 


lfl'f 
Intelligence 
Necessary for effective use of sorcery 


WIL 
Willpower 
Important for resistance to magic 


AGL 
Agility 
Important for defense 


CON 
Constitution 
Important for health and healing 


POW 
Magical Power 
Important for recovery of magical energy 


LCK 
Luck 
Luck can be important in many situations 


Advice for creating player characters. 
Although it is not a bad idea to allocate attributes evenly at the beginning, you might want to use the special features of a class. 
In that case, allocate attribute points based on the numbers indicated by the default settings. 
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6. Saving Player Char.icier Data 


New player characler dala can only be saved before slarting a game. 
Choose !he option SAVE CHARACTER and press the X buuon 10 confim1. Then 
select a Memory card slot Press !he X buuon 10 confirm. 


If you choose SAVE CHARACTER you wiU move on 10 1he Save Screen. In order 10 
save a player charat1er, you need 3 free blocks on tl1e Memory fard. 


Alier you have compleled 1he crea1ion of a player characler you wiU be asked 10 ei1her selecl CREATE A NEW CHARACTER or 


ITT THE PARTY TOGETHER. Now !he Group Organization screen appears. Here you can choose 1he player characlers which 
you wan! 10 use in !his game and then slarl !he game. 


Introduction to Classes 


When you tl,e press tl,e X buuon during a gan,e, you can use Special Skills. If tl1e player characler lrns a spcci:d abilily, he or 
she uses ii au1oma1ically when necessary. 


The Warrior is good al close combat and defense 


ROGUE 


Special Skill: 
Can defend with a shield when 
attacked from the front 


HUNTER 
v 


The Hun1er is good al for dislanl auacks 
and has good knowledge of herbs 
Special Skill: Use of herbs 
Special Abilily: Ability 10 flnd secret animal trails 


The Rogue isn't 100 strong bu! very nimble 
Special Skill: Sprinl 
Special Abilily: Can break simple locks 


DWARF 
The Dwarf is small but extremely 
slrong :md very skilled al close ~ombat 
Special Skill: Can defend with a shield 
when attacked from tl,e front 
Special Ability: Can crush loose rocks 
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Although being a not too much of a 
fighter, the Priest is gr-,ntcd mimculous powers by the gods 
Special SkiU: Can use healing magic {tl1is skill consumes MP) 


... 


SORCERER 


Elf 
The Elf is well balanced with 
fair abilities in both armed :rnd magical attack 
Special Skill: Use of magic attack 
( this skill consumes MP) 
Special Ability: Can break weak seals 


_,,. 
Sorcerers use ancient magic and magical attac~ 
Speci:~ Skill: Use magical attack (this skill consumes MP) 


Fairy 
Fairies conlrol a special intrinsic fey magic 
by using a wand. They arc resistant to 
attacks from the ground because of 
pcnnancnt levitiLion 
Special Skill: Supplementary magic 


Elf Special Ability 


[ can break weak seals) 


Dwarf Special Ability 


[can crush loose rocks] 


• Al some /J0it1ts in !be game, tbe special abilily of a different player c/x,raclers class might be belpfid /11 //x,t case !he 
game wi/1110/ijj, you. 
The rock-crushing Dwarf and !be HIJ are always a good c!JOice, and Hrmlers are ideal for quesls i11 o/)etl terrain. 
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... 


SORCERER 


Elf 
The Elf is well balanced with 
fair abilities in both armed :rnd magical attack 
Special Skill: Use of magic attack 
( this skill consumes MP) 
Special Ability: Can break weak seals 


_,,. 
Sorcerers use ancient magic and magical attac~ 
Speci:~ Skill: Use magical attack (this skill consumes MP) 


Fairy 
Fairies conlrol a special intrinsic fey magic 
by using a wand. They arc resistant to 
attacks from the ground because of 
pcnnancnt levitiLion 
Special Skill: Supplementary magic 


Elf Special Ability 


[ can break weak seals) 


Dwarf Special Ability 


[can crush loose rocks] 


• Al some /J0it1ts in !be game, tbe special abilily of a different player c/x,raclers class might be belpfid /11 //x,t case !he 
game wi/1110/ijj, you. 
The rock-crushing Dwarf and !be HIJ are always a good c!JOice, and Hrmlers are ideal for quesls i11 o/)etl terrain. 


5. PLAYING THE GAME 


Objective of the game 
Gather information about the available quests at the Roadside Inn and explore each area thoroughly. You will 
receive one jewel for each major foe defeated at the end of a quest. ·11,e objective of this game is to collect all 
jewels and challenge the final quest. 


11,e Roadside Inn 
The inn is an important location, and sometimes tl1e in keeper's talcs and clues are 
essential for com1ile1ing the g:une. Herc you can save your player character data, 
check, store or remove items, or simply let your player characters recover. Also, 
the inn's main floor is a meeting place for various adventurers. 


Item Check 
Here you can have unknown items checked by an expert. 


• 011ce examined, you will see t1 stamp 011 tbe item 11exl lime _yo11 fl11d /be 
st1me item during the quest. 


Herb Supply 
When the Hunter carries less thru1 5 herbs, he/she can collect herbs by talking 10 
the herb girl. However, the Hunter cannot carry more than 5 herbs at once. 


Starting a new game 


The gan1e starts at the Roadside Inn. 


• Before leavi11gfor 1/Je first lime, try talking to tbe inkeepe, 


The Stock Box 


Gather information by talking to 
different people at the inn. 


Your room is located on the second floor of the inn. There is a Stock Box (chest) in which 
you can store some of your items. You can store items by touching the Stock Box. (The 
Stock Box screen will appear after the player character's daL1 have been displayed.) 


lbe Stock Box Screen 
Items indicated in white are those currently carried by this player character. Hems which are 
displayed in blue are stored in the stock box. Press the X button to mark items either 10 
be stored or removed. Pressing the O button L1kes you to the DaL1 Save Screen. Choose the 
Memory card slot containing this player character's data and press the X button to confirm. 


• l'ou ca11 slore 11/) lo 12 items in /he Slack Box. Recoveri11gfrom damage and ab11or- 
111altes. Wbe11 you retun, to 1/Je inn.from J'Ollr quest, all damage and abnormal co11dili- 
01,s will beal a11/0111alica/ly. 
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Quest Selection Screen 


Exploration Guide 
Leave the inn in order lo select the quest you wish lo explore. Place your cursor 
on the quest you wish to explore and press the X buuon. 


You can revisit quests you have alrady completed as often as you wish. Enjoy collec- 
ting more items and practicing your skills. 


EXPIANATION OF Tl{E GAME SCREEN 


Every quest is a new challenge 


Status Window 


Stanis Window 


Compass 


Carner• 
Hold Icon 


!:-----.:.:.~ ,,.._--,f--- Experience 
Crystal 


The status of each player character is clispl:iyed here. The figures on the left side show the Ill\ and those on the right the MP. 
When a player character's health is damaged, the frame colour changes from while lo yellow and eventually lo red. 


Icon Menu 
See page 31. 


Camera Hold Icon 
Appears when the 
camera is in Hold Mode. 


Compass 
Shows the currcnl direc- 
tion. 


Experience Crystal 
Appear., when ha,~ 
dcfc-Jtcd an enemy. The 
crystal increases )'our 
experience value. 


Jewel Box 
Appears randomly after 
you have dde-.:11cd an 
enemy. Jewel boxes con- 
tain various ilems and 
sometimes they may be 
I rapped. 


Also, there arc bigger 
trc-JSure chests scmcrcd 
all over the place:: in 
each quest. Some of 
these may rcc1uirc a key. 


Gel (Currency) 
Used during item 
auctions (sec tYJgc 43). 
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Problem .... 
Solution! 


Tricks 
There are some tricks which require more than one player character to execute. Carrying out such a trick will lead to some unu- 
sual advantages such as rare items or short cuts. These tricks c.w be advanL1geons, however they are not required to clear the 
SL1ge. 


Save and Recovery Points 
The Recover Point is an area that lets you recuperate from damages and abnomi:tl 
health status. The Save Point is a place to save the player character data. 


Automatic HP/MP Recovery 
When you rest your player charnctcrs for a ce11ain period of time, the HP value will 
grndually be restored. The MP value is restored even if you keep the player charac- 
ter moving. The HP and MP v:tlues arc also restored completely by a level-up. 


Growth of a Player Character 
Defeating monsters while wandering through tl1e quest incre-,ses the experience 
value of all player characters in a 1>arty. Picking up an experience Cl)'Stal adcl, bonus 
experience points only to the one who takes it. When the experience v;tlue re-•ches 
a certain level, it grnnts the player character a level-up. When this happens, the 
values of HP, MP, STR, INT, MIN, AGL, CON, and POW increase and tl1e LCK value 
ch:mges. SpeUcasters occasionally acquire new spells. 


Recovery Point 


Growth of a Player Char-deter 
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'l ........ ,,t .. ly ,,i...~ ... 


How to use a magic 
There are two ways to use magic: 


1. Automatic Incantation 
Pressing the Special Skill button stai1s the incantation for the selected spell (while 
casting, a moving double circle appears around the player cl1arac1er). The magic 
is activated after keeping the button pressed for the :unount or lime re<1uired for 
each spell. If you release the button before ihe duration ends, the spell will 1101 be 
activated. 


2. Manual Incantation 
Press the • 
button and the player charac1er prepares for a nrngic incanUllion. 


Keep pressing and enler the command for tl1e spell. Release the button to activate 
the selected spell. 


• You.can view the spell co111111c111ds in tbe Magic Window oftbe Syste111Me1111. 
Tliere is no lime limit lo enter spell comnumds. 


Automatic incantation eLiminates the need to enter complex magic command". llowever, you have to wait for the incantation to 
finish. On the other hand, manual incantation can start magic as soon as you enter the command for it. You may have to memo· 
rize ~1e comm:mclo;;, but manu.a.J incantation wiU aUow you to utiLizc high·lcvel 1rn1gic quicker than m1tomatic incantation any 
time you need. 


Adjusting the Effect of Magic 
Some magic spells .~low you 10 control 1he duration or the range or effectiveness 
depending on the period of pressing a cenain button. In automatic incantation 
mode, it is the Special Skill button. In manual incantation mode, it is the last but- 


ton of the command combination. 
• Please cbeck the Magic Window on /be System Menu for such modifications. 


Magic wid1 a Single Target 
This type of magic works only on the closest target within r:mge. If there is no tar- 
get \\ithin range the magic works on the caster. 


Resistance to Enemy Magic 
Player characters can resist enemy magic. If successful, damage can be minimized 
or sometimes even be avoide<I completely. The more a player chai.1c1er's skills 
improve, lhe beuer are his/her chances of resistance. This is also true about the 
effecl of a player char:1c1er's own magic. 
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improve, lhe beuer are his/her chances of resistance. This is also true about the 
effecl of a player char:1c1er's own magic. 


Learning New Spells 
Most spells are acquired a111omatiaclly \\\th level-ups. However, d1ere are a rew spells which are very powerful. These c,111 be 
acquired by achiC\\ng certain re<111irements at a certain place during an adventure. 


Zero MP Faint 
Use or magic decreases MP and can result in the stunning or a player character. When this happens, the player character is 0111 
or energy and all capabilities. Use magic with caution. 


ABOUT ABNORMAL STATES 


Special a1t1cks by monsters and traps can cause player characters to be in abnormal state. 


~son 


Paralyze 


Stun 


Petrified 


PHYSICAL ABNORMALilY 


Poison gradually consumes IW Recover with a certain period 
or rest, or with magic, herbs or the help or an item. 


The body becomes numb and the player character can only walk slowly. 


The 1>layer character can't make any actions. Recover with a cert:tin period or rest. 


The body petrifies and HP gradually decreases. The player ch:rracter can't make 
any actions. Recover by resting or mth help or an item. 


Physical power is drained and player character's abiLities decrease. 
/ 


Recover through magic or the help or an item. 
~ 
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~ble 


Confusion 


Curse 


Silence 


Sleep 


Berserk 


PSYCHOLOGICAL ABNORMALllY 


Magical capabilities are out of balance & MP are gradually decreased~ 
Recover by resting or through magic, herbs or the help of items. 
,d. 
~ 


Thoughts disintegrate and the player character can't move as intended. Recover by 
resting, through magic, or with the help of items. 


A player character is incapable of attacking an opponent due to a curse. Recover by 
resting, tl1rough magic, or witl1 the help of items. 


Loss of voice and the capability to use magic. Recover by resting, through magic, or with 
the help of items. 


A player character is incapable of any action due to severe drowsiness. Recover through 
magic or witl1 the help of items, or when awakened by an enemy attack. 


Loss of re-.tSOn results in a frenzy. The level of offensive power increases but 
defense decreases. Can't use magic or items. Recover by resting, through 
magic, or with the help of items. 


Total loss of HP results in death. When the party moves on to the next 
area, the player character is revived with a HP value of 1. Recover througl1 
~ 


magic or with the help of items. 
~ 


ELEMENTS 


Weapons 
Some we-,pons and defense gear have attributes. Equipment with the same element as that of the player character is increased 
in effectiveness. Take advantage of this in fights by uliLizing the attribute value effectively. 


1. Kinds of Attributes 
There are 8 kinds of attributes. A combination of two attributes that affect C'Jch other is called "reactive attributes". Among such 


combinations, there arc positive and negative a1trib111es. 


Offense 
fire 
Water 
Earth 
Wind 
Light 
Darkness 
llolinc'SS 
Evil 


Defense 
Fire 
Water 
Earth 
Wind 
Light 
Darkness 
lloliness 
Evil 


There are attributes which react 1vith each other. These reactive attributes are connected 1vith VJ!R'llCAL or DIAGONAL lines. 
Vertiad Lines represent positive attributes and crossing Lines represent negative anributes. In case of multiple attributes, the one 
with the highest anribute value 1,revails. 
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2. Offensive and Defensive Attributes 
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There are also offensive ,md defensive attributes. Offensive altributcs are reactive with 
those of weapons and accessories while defensive auributes arc reactive wilh tl,ose of 
am10rs and accessories. ~uack enemies with their negative attributes for more danrnge. 
On the other hand, enemies with a positive auributc take less damage. This is the same 
when an enemy attack5 you. 


• 
~ - 
•o 
•o 
' . 
..,, ... . ._ ... . 
------ 
--~~--::;? 


EXAMPLES 
Offense 
A weapon with an attribute of light IO would increase your atttck power by I 0. 


3. Attribute Colours 


Defense 
If you are we-,ring protective gear as weU as an accesso111 with auributes of fi re 10 each, 


tl1ey would incre-.ise your defensive power against the allribute of fire by 20. 


When damage is caused by an auack, the dmnage score indicates a v:due of damage in the colour of the auribute of the auack. 


White 
Green 
Orange 
Sky Blue 


Green 
Yellow 
GrJy 
Silver 


lied Bla,k 


No attribute 


Recover 
Fire 


Water 


Em1h 
Wind 


Light 
Darkness 
lloLiness 


Evil 


6. ICON MENU 


Wltile pressing the l'> button during the gan,e, the Icon Menu appears above the player character. ow you can select wea- 
pons, am1or, items, magic etc., or 10ggle tl,e gmne control mode. 


The foU01ving options are available in the icon menu: 
[I] a 
[iJ 
[I] 
[I] 
[I] 


WEA 
Change of weapons currently in tltis character's invento1y. 


ARM 
Change of armor currently in this character's invento111. 


SHD 
Cha,1ge of shields currently in tl1is character's inventory. 


ACS! 
Change of accessories currently in this character's inventory. 


ACS2 
Change of accessories currently in this character's inventory. 


ITEM 
Use of items currently in this character's invento111. After each use, a certain amount of time has to pass before 
the item can be used again. 


MAG 
Select spell. Only for spellcasting classes. 


HERB 
Select herb. Only for hunters. 


LEAD 
Select a party leader. 


2. Offensive and Defensive Attributes 
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Short Cut 
While opening the Icon Menu by keeping 1he .6 bullon pressed, you c:m selecl an icon of an ilem using the .AT buuons and 
select an option using the _. ~ buuons. 


A weapon, for example, can be selected using the .AT buuons to select the weapon icon first, and then choosing a weapon by 
pressing the _. ~ buuons. The weapon of your choice will be e<Juipped by pressing the X button. 


7. SYSTEM MENU 


Press the ~ 
buuon for tl1e System Menu. This menu allows you to check and change tl1e character sc1up. 


There is a Slatus page, a Group Organi1.ation page, a Mini Map page, an Event Objects page, a Jewel page, and a Grune OpLions 
page. 


.-, SialUS Page: 
L.JAbilil)' Window 
- ---- 
Move between pages 


with LI and RI 
buttons. 


Use the _. ~ buttons to change selection. 


\10\c bel\,een pages \\ith LI and RI buttons. 
S\\itch herneen the different "indm,s in the status page b) using the 
_.~ buttons. 


• Change the player character on the status page by using .AT buttons. 
• The status page is to view each player character's detail infonnaLion. There are five windows, such as abilities, items, equip, 


speci:tl skills, and controls. 


• The Special Skills Window is only av:tilable for classes rnpable of magic (Magic Window) and hunters (Herb Window). 


Short Cut 
While opening the Icon Menu by keeping 1he .6 bullon pressed, you c:m selecl an icon of an ilem using the .AT buuons and 
select an option using the _. ~ buuons. 


A weapon, for example, can be selected using the .AT buuons to select the weapon icon first, and then choosing a weapon by 
pressing the _. ~ buuons. The weapon of your choice will be e<Juipped by pressing the X button. 


7. SYSTEM MENU 


Press the ~ 
buuon for tl1e System Menu. This menu allows you to check and change tl1e character sc1up. 


There is a Slatus page, a Group Organi1.ation page, a Mini Map page, an Event Objects page, a Jewel page, and a Grune OpLions 
page. 
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with LI and RI 
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_.~ buttons. 
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• The Special Skills Window is only av:tilable for classes rnpable of magic (Magic Window) and hunters (Herb Window). 
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Window. Use the • T buuons 10 change player character, and the <41 ... buuons 10 select a window. Use the X buuon 10 
confirm, and the O buuon 10 cancel. 


Ability Window 
A player chamc1er's abiLity or condition can be checked. 


GEL 
Currency used in "Blaze & Blade". 


Explaoation of items 


LV 
Player character's level 


GEL 
Amount of money owned by this character 


HP 
Player character's llil Points (0 indicates death) 


MP 
Player character's Magic Points (0 indicates unconscious status) 


STR 
Strength 


INT 


WIL 
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CON 
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DF 


MAT 


MDF 
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Exp 


Next 


lnlelligence 


Willpower 


Agility 


Constitution, Stamina 


Magic Power 


Luck 
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Defend power 


Magic attack power 


Magic defense power 


Abnonnal slates 


Experience 


Experience required for "Level Up" 


A par.uneter with the colour "Red" represents a low ability status. 
A par.uneter with the colour "White" represents a high ability status. 
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Item icon 


tern explanation 


Item Window 
You can see all items tl1e player charncter has (all classes). To see the descri1>tion 
of an item, press the X buuon and place the cursor on tl1e item. To throw away 
an item, first mov~ cursor to 1he trashcan and press 1he X buuon. Then choose 
the object which you wish 10 dispose of. 


Item icon 
Selected item (you can carry up to IO ilems al 1he same lime) 


Item name 
ame of the item 


AT 
Attack power of the item 


DF 
Defense power of the item 


Item Element Earth, Water, Fire, Wind, Light, Darkness, lloLiness, Evil 


Classes 
Classes in white colour can equip this item. 
War 
Warrior 


Pri 
Priest 


Rog 
Rogue 


Sor 
Sorcerer 


Hun 
EiC 
Dwf 
Fai 


Hu mer 
Elf 
Dwarf 
Fairy 


Ill 


An "E" mark indicales "equipped". Equipped items can't be thrown away. 
Multiple possession is allowed for the item in use. 


Magic Window 
All available spells are represented by a speU icon. You can see a detailed description of each speU by pressing the X buuon 
and then selecting a spell using the..i ~ buuons. Press the O buuon to cancel any selection. 
Press the D buuon, and you select this spell to use as a special skill (i.e. equip it). 


• A11 equipped spell isl marked witb an "E" 011 its magic icon. 
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The level of the spell 
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Equipped spell 


"?" Icon 
Spells this charncter h:tsn't leanied yet 
Spell Name N:tme of the selected spell 
MP 
MP this spell consumes 


Command 
Command sequence required for manual execution 
of tl1is spell while keeping the • 
buuon pressed 


Herb Window 
The Hunter's special skill. The Herb Window shows all herbs carried and their 
quantity. The herb explanation can be read by moving the cursor to its herb icon 
using the ii. T buuons. Press the X buuon to select and equip a herb. 


• An "E" mark indicales /bat a berb is "equipped". 
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- 
Switch the Controller type 


Equip Window 
The equipment of a player chamcter can be changed. While you are in operation 
mode, move the cursor to the ec1uipment you 11;sh to choose and press the X but- 
ton. Also, press th,e X button when you wish to remol'e equipment. 
• An "E" mark indic(l/es "equipped". 


Control Window 
Here tl1e Controller type, the player marker, ,rnd tl1e direction marker can be 
select eel. 


Select "ON" to see the direction of the char:1cters 
Select "ON" to see who is controlUng this player charncter 
Change button functions 
ATK 
(Attack) 


JUMP 
Qump) 


SUB 
(Special Skill) 


MENU 
(Item Window) 


2. Group Organization Page 
Player character colour can be selected and the party leader can be changed. 
Additional players can join a grune by adding additional Controllers. 


Change Player Character Colour 
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Select a player charncter by using the <4 ~ buttons and change this charncter's colour by using the AT buttons. 


Change to Manual Operation 
Change to tl1e Group Organization Page when the a Controller is connected. 
Press a Directional button on the new Controller ,rnd operation mode will be switched from COM to MAN. 
• Pf(lyer clX1raclers selected on /he Group Orga11imtio11 Page are a11/omaliClll(p assigned to the corresponding Co11trollers 
IP lhrough 41' where available. 


3. Mini Map Page 
A floor map showing your current location is displayed. Secret rooms and paths ru·e 
not necessarily included in the map. An arrow indicates the pany location ru1d the 
arrow direction incLicates the direction the leader is facing. 
Opemtion: Scroll the map by using the AT <4 ~ buttons. Return to the party's 
current loc::ttion map by pressing the O button. 


You cu, s11;tch to a Marker Setup mode by pressing the X button. Select a marker 
by using the <4 ~ buttons and press the X button when the cursor in on the desi- 
red colour. Now the marker is set. You cu, cru,cel a placed marker by choosing this 
colour and pressing the X button again. Eight markers cru1 be set in each quest. 
Flashing makers are currently in use. 


- 
Switch the Controller type 
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Select a player charncter by using the <4 ~ buttons and change this charncter's colour by using the AT buttons. 


Change to Manual Operation 
Change to tl1e Group Organization Page when the a Controller is connected. 
Press a Directional button on the new Controller ,rnd operation mode will be switched from COM to MAN. 
• Pf(lyer clX1raclers selected on /he Group Orga11imtio11 Page are a11/omaliClll(p assigned to the corresponding Co11trollers 
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current loc::ttion map by pressing the O button. 


You cu, s11;tch to a Marker Setup mode by pressing the X button. Select a marker 
by using the <4 ~ buttons and press the X button when the cursor in on the desi- 
red colour. Now the marker is set. You cu, cru,cel a placed marker by choosing this 
colour and pressing the X button again. Eight markers cru1 be set in each quest. 
Flashing makers are currently in use. 


4. Event Objects Page 
Here all the objecrs found in a quest are listed. An explanation for each of these 
items can be found in tl,e bottom line. Press the X button and move the cursor 
over any of the items. 


5. Jewel Page 
On this page, the jewels you have collected so far are displayed. 


6. Grune Options Page 
Here you can save the player characters or end the current game. 
This option can be used in hotels and on Save Poinrs in the individual quesrs. 


How to Save 
a) Select SAVE DATA and press tl1e X button. 
b) Select a player char-,cter to save using the X button. 


• Select a Memory card slot using the <II ~ buttons, and press the X button to confirm. This Memory Card has to be the one 


that contains the original data of this player character. 


• Follow the on-screen instructions. 
• After SAVE DATA is completed, you can return to the Options screen by pressing the O button. 
• Select EXIT to return the Title page, or press the .... button to continue the game. 


8. MEMORY CARD UTILITY 


The Memory card utility c.'U1 be accessed from the Title page by pressing the X button. Select an entry by using tl,e 
A,. -<C ~ buttons. Press tl1e X button to confirm, and the O button to cancel. Player character data cru, be copied or deleted. 


J. After selecting lJrJIJTY you can choose a Memory card slot. Confim1 your selection by pressing the X button. 
• Select EXIT when yott want to leave the Memory card utility. 


2. After selecting a Memory card slot, each icon now shown reprcsenrs the player char-,cter data stored on your Memory Card. 
select the data you want to copy or delete by pressing the X button. 


3. Now you can choose to either copy or delete the selected player char,cter. 


4. After selecting COPY you can choose a target Memory card slot to use. 
• After the selected operation, yott ctm leave this sub menu by selecting EXIT and 
pressing the X butlon. 


4. Event Objects Page 
Here all the objecrs found in a quest are listed. An explanation for each of these 
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9. ITEM UTILITY 


Press the X buuon to confim, and the O buuon to cancel. 


Utility 
A character's items can be displayed. 


List of items. 
Oisplai~ a list of items currently in this character's invemory. This List is updated 
whenever you save your character data al a save point, the inn, by using a slock 
box or after an auction. 11,e Ggure on the left side of the screen indicates the mun- 
ber of items this character has obtained so far as opposed to the total item quan- 
tity in "Blaze & Blade". 


Auction 
Here selected player.; can buy and sell items. 


I. Item Auction 
Select the member.; who will auend the auction. Select a Memory card slot by pressing 
... ~ buuons. Confirm your selection by pressing the X button. Auction member.; are cho- 
sen by pressing the ... ~ buuons. After selecting all member.;, press l11e X buuon. 


2. Select the Owner 
Use left and right Directional bullons. Confirm your selection with the X bullon. 


3. Select the Auction item. 
Use l11e ... ~ buttons 10 select the item this character wants 10 sell. The merchandise 
for auction is limited to weapons, defenses and acces.sories which its owning character 
doesn't have equipped. This selection can only be made by the owner. 


4. Auction 
Any character except for the owner decides on a bid amount The \\foner will be the cha- 
racter to bid the most To bid for an item use the A bumon and confim, with the X bullon. 
The auction is ended when all the bids have been confinned. This Auction screen can be left 
by pressing the O button. 


5. Save 
Player character.; whose data has been ch:rnged due to an auction can be saved by selecting 
a Memory card slol and pressing the X bullon. The n:unes of these player characters are 
highlighted. After having saved the data, you can return to the Item utility screen by selecting 
the corresponding option. Press the X buuon 10 confinn. 


---- 
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10. ITEM INTRODUCTION 


Weapon 
Defense 
Item 
• 


Sword 
LJ1rge sword such as the long sword. Warriors prefer to use these. 
• 


Short Sword 
Smaller swords such as the short sword. Elves prefer to use these. 
• 


Knife 
Small knives such as the dagger. Rogues prefer to use these. 
• 


Bludgeon 
Weapon Bludgeon weapons are preferred by Priests, as they are forbidden to shed blood. 
• 


Staff 
Sorcerers prefer to use these. 


Axe 
He-,vy and poweiful weapons preferred by Dwarves. 
• 


Bow and Arrow 
Especially good for long distance attacks. Hunters prefer to use these. 
• 


Rod 
Special wands for Fairies. 
• 


Heavy Am10ur 
Only Warriors and Dwarves can wear this type or armour. 
• 


Light Armour 
Made from leather. lde-.t! protection for Rogues, Hunters and Elves . 
• 


Robe 
Made from thick cloth. Only Priests, Sorcerers and Fairies can wear these. 
• 


Shield 
Warriors :md Dwarves use these in order to protect themselves when attacked with weapons. 
• 


Accessory 
Such as rings and special clothing. 


II 
Item 
Many of these disappear after having been used only once. 


An Introduction to Anack Magic 
Sometimes attack magic is needed 10 de[ea1 powerful opponenLs, for exan1ple: 


Fire Bullet 


Spark Bullet 


Water Bullet 


Stone Bullet 


Striking 


Light Bolt 


Lightning Bolt 


Dark Breath 


Fires a small fircb:tll. 


Fires a small b:tll of ligho1ing. 


Cre:ucs waves of water on the land. 


Fires numerous smaU rocks. 


Enhances atc,ck power of a pbyer character. 


Summons a sphere of light. 


Fires a blast of lightning. 


Summons a spirit of pain which attacks enemies. 


An Introduction to Recovery Magic 
Healing power is important for survival in a battle, curing a disease or simply recovering lost HP, for example: 


Turn Undead 
Purifies the undead with sacred power. 


6 
Healing 
Regain HP. 


t\1 
Protection 
lncre:ises OF. 


6i 
Resist 
lncre:ises MDF. 


II Detect Align 
Detect an enemy's protective elements. 


II Heal 
Restores HP of all characters. 


~ Requiem 
Purifies the undead with sacred Light. 


Refresh 
Restores 
P. 
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An Introduction to Special Skills 
Unique fairy spells. 
a Sleep 
Puts enemies lo sleep. 
a Slow 
Slows dowr1 enemies by magically stepping on them. 


ra 
Haste 
11:tstens a Jllayer character's acUons. 


II Enchanted Fire 
Increases 1'1c attack power of a weapon. 
g 
Enchanted Water Increases the auack power of a weapon. 


Entrancement 
Confuses e11emics. 


~ Silence 
Enemies ar~ unable 10 speak. 


D 
Levitate 
Spi1i1S help the player characters 10 float in the air. 


Herbs 
Herbs cut he-.tl injuries and recover the abnormal status of player characters. 
Only Hunters crut use herbs. 
'11 
Lavender 
Returns som,c life energy. 


Bl 
Sage 
Returns mag,ical energy. 
II lronsage 
NeuLralizes µ0ison. 


II Hc-dvensage 
Cures paraiy-,zauon. 


II Fennel 
Cures pctri6c;:uion. 


II Hyssop 
Cures madness. 


II Belladonna 
Removes cur.ses 


The Abandoned Mine 


11. QUEST INTRODUCTION 


l11e Wood of Ruins 
A bcauUful forest filled with trees. This will be the 6rst place your adventurers visit after 
having gained infonnation from the bar owner. While walking through the deep forest, the 
party will come 10 a boathouse wltich will lead you 10 a new journey. 


Many demons live in this abandoned ntine. H's a dark and forbidding coal mine wltich 
was dug out long ago. There are a lots of traps and tricks in the mine such as the mine 
elevator or the jump steps in the bouom of the mine. 
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11. QUEST INTRODUCTION 
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A bcauUful forest filled with trees. This will be the 6rst place your adventurers visit after 
having gained infonnation from the bar owner. While walking through the deep forest, the 
party will come 10 a boathouse wltich will lead you 10 a new journey. 


Many demons live in this abandoned ntine. H's a dark and forbidding coal mine wltich 
was dug out long ago. There are a lots of traps and tricks in the mine such as the mine 
elevator or the jump steps in the bouom of the mine. 


The Ancient Tower 
A castle of demons located in Foresia. A huge and complex tower and 
castle. Almost every room is trapped. An old foe will be waiting for you on 
the bridge to the upper tower. 


Fire Dragon Mountain 
This battle will be hot in every way. The fire dragon mountain is famous for the hot steam 
spurttng out from the walls and the flaming lava under the cliff. If you can successfully 
navigate through the narrow paths, you will meet tl1e dragon who is already waiting for 
you. 
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• 6sterreich 
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---------- -- 
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France _______ 
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de nardv.are elac onado con la Play$ldt1on 


• Sverige ___________ QB 510 196 00 


Vanl1gen ring lol1ande kundtianstnummer enbart om problem uppstar pa PlaySta11ons programvara 


, 
• Schwe,z 
_ 
__ 0900 55 20 55 ____ E,n Anruf kostet Fr 1 -/mm 


.. 
Kmder und Jugendliche sol/ten var dem Anrufen der Hot/me die Eltern oder Erzrehungsberechtigen um Erlaubnis fragen 


~ • UK __ _ ______ 
Q990 99 88 77 
----- 


Please call these Customer Service Numbers only for PlayStat1on Hardwa·e Support 
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